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(57) The machine has a main display 
matrix (5) of symbols, preferably 
numbers, and a random selector device 
(10,11) similarto the reels of a fruit 
machine. When played, numbers 
selected by this device are Illuminated 
on the matrix, and if they are in certain 
combinations such as rows, columns or 
diagonals, a prize is won. The machine 
further provides player-operable means 
(20) for altering the main matrix before 
the random selection is completed, 
such as by rotating sub-matrices, to 
improve the chances of a win. There 
can be separate but smaller subsidiary 
matrices (7) which may come into 
similar play on a random basis, and 
another feature (21) may occasionally 
allow symbols illuminated in one game 
to be held over to the next one. 
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SPECIFICATION 

Improvements relating to gaming or amusement- 
wfth-prizes machines 

5 

This invention relates to gaming or amusement- 
with-prizes machines. 

Various machines have been developed for indi- 
viduals to play Bingo, and some of these are based 

10 on conventional fruit machines where reels spin and 
stop to give a line of symbols. As well as considering 
this line for a prize, there is a secondary display in 
the form of a Bingo card on which certain symbols 
can be illuminated, if they turn up on the reels they 

1 6 are transferred to this display to build up a line of 
numbers and so generate a prize. 

ft is the aim of this Invention of provide a machine 
based on the general idea of Bingo but which offers 
considerable variety and speedy play. 

20 According to the present invention there Is pro- 
vided a gaming or amusament-with-prtzes machine 
comprising e random symbol generator for produc- 
ing a plurality of symbols at each play, a display with 
the symbols set out in formation, means for dieting- 

25 uishing in theformation symbols selected bythe 
generator, means for swarding a prize If the dis- 
tigulshed symbols combine In particular sub- 
formations, and means for varying theformation 
whereby different and possibly prize-winning sub- 

30 formations can be achieved. 

Preferably, the varying means is randomly en- 
abled during the symbol generation. Thus, the 
player wilt see one or more symbols being disting- 
uished on theformation, which he may then be able 

35 to adjust before all the symbols are selected. Gener- 
ally, it will not be permitted to make any alteration 
after ail the symbols have been generated and 
transferred to the displey. 
Conveniently, the formation will be a matrix of 

40 rows and columns, and the symbols may simply be 
numbers, for example 1 to 25 In a 5 x 5 array. The 
sub-formations may be straight lines in rows, col- 
umns or diagonals of the matrix. There may be 
graduated prizes, with a small one for 3 symbols in a 

45 line, for example, and progressively bigger prizes for 
4 or 5 in a line. There could be a smaller or bigger 
matrix than 5 x 5, and it does not have to be squere. 

The variation of the formation may be by adjust- 
ment of sub-matrices. For example, one or more 2 x 

50 2 squares could be altered by their symbols being 
Indexed around one or more steps in either direc- 
tion. Each step would transform e 2-symbol row Into 
a column and vice-versa. The number of sub- 
matrices that are adjustable may also be a matter of 

55 random selection, 

if the feature does become available, the player 
may be given the option of not availing himself of It 
Thus, he may elect to leave the matrix unchanged 
end allow the random signal generation to continue. 

60 The machine may have further features, also made 
available on a random basis. For example, certain 
prizes may be increased above the normal and 
certain sub-formations that do not normally win 
prizes may generate them. For instance, the symbols 

65 at the comers of the matrix. If simultaneously 



distinguished, may not normally win a prize, but 
occasionally the machine may determine that they 
will do so. 

There may also be one or mom subsidiary dls- 
70 plays, preferably in the form of smaller matrices/ 
with symbols that can be individually distinguished. 
However, they will only come into play when they 
are randomly enabled. Again, the object will be to 
achieve a line. 
75 Another feature occasionally available may be the 
holding of symbols on the display from the previous 
game and having further random generation to add 
to them, but not necessarily as many symbols again. 
The adjustment of sub-formations will then prefer- 
80 ably be disabled. 

The symbol generation may be from reels similar 
to those of a conventional fruit machine. Normally 
there will be three or four such reels, with numbers 
around their periphery rather than fruit symbols. In 
B5 order to have any chance of completing a full line in 
a 5 x 5 matrix, they will spin twice, the second spin 
being automatic after the first one. It will be prefer- 
red to allow the main feature only after the first spin, 
end after the first reel of the second spin has 
90 stopped. The feature may then be permitted when 
four numbers are known, or it may be delayed 
further until the next reel has stopped and five 
numbers are known. 
For a better understanding of the invention, one 
95 embodiment will now be described, byway of 
example, with reference to the accompanying draw- 
ings, In which: 

Figure 1 is a face view of the display of an 
amusement-with-prizas machines, and 
100 Figure 2 shows diagram maticaily various devices 
for adjusting the display of the machine. 

The machine is coin or token operated, and at the 
top of the display there are slots 1,2 and 3 for various 
forms of payment Below this, there is an upper 
105 panel 4 with a central main "card" 5 end two 

subsidiary cards 6 and 7 at each side. The main card 
is a 5 x 6 matrix of numbers 1 to 25 arranged In 
random fashion. Each number can be back-lit by a 
respective tamp behind the panel, and some have 
110 particular colours, for example one group is yellow, 
while another group is red. These groups may be 
lines, squares or other combinations (not necessarily 
regular) of numbers. The centre row and centre 
column remain fixed but the 2 x 2 squares In each 
1 1 5 comer, labelled A,B,C & D are adjustable as de- 
scribed below. The cards 6 and 7 are static, and their 
numbers can also be individually illuminated by 
lamps behind the panel. This panel 4 also has a 
"win-paid" indicator 8 which lights up or flashes 
120 when a win is achieved and paid out. 

A lower panel 9 has three windows 10 In which 
portions of reels 1 1 show, arranged In fruit machine 
fashion. Around the periphery of each reel Is printed 
In sequenceof numbers 1 to 25. In play, the reels 
125 spin end stop, and the numbers then showing on the 
• centre line 12 are correspondingly illuminated on the 
card5. 

To the left of the windows 10 there are legends 13 
showing standard wins, while to the right there are 
130 labels 14 for indicating various randomly available 
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features. They require no action on the part of the 
player, but merely announce, for example by a 
flashing back-light the availability of certain prizes if 
various combinations appear on the card & There 
5 are two other labels 15 with this group and when the 
main feature Is available, one or other of them lights 
up permanently after alternate flashing. They in- 
struct the player to take action (If he wishes) before 
either the fifth or sixth reels stop. The reels have two 

10 successive spins as mentioned above and for con- 
venience we regard the reels operating for the 
second time as the fourth, fifth and sixth reels. Below 
the windows 10 there Is a sequence of arrows 16 
pointing to divided strip 1 7 marked A, B, C & D 

1 5 whose partial or complete illumination Indicates the 
availability of adjustment of the respective squares 
A, B, C & D on the card 5. In the lower right-hand 
comer of the panel 9 there Is an LED display 18 
which shows the credit available. 

20 Along the botton there are buttons for operating 
the machine when it is in credit There is a start 
button 19 and a group of buttons 20 labelled A, B, C 
& D by which the corresponding squares can be 
selected. A button 21 Is pressed if a secondary 

25 feature game (to be described) Is available and the 
player wants to take advantage of ft while a further 
button 22 enables the player to allow the reels to 
spin to a stop without taking advantage of adjust- 
ment of the squares A, B, C & D, 

30 To play a game, the machine Is put In credit and 
the start button 19 is pressed. The reels 1 1 spin and 
come to a stop in sequence. The numbers showing 
on the line 1 2 are illuminated on the card 5 and on 
the cards 6 and 7 if the latter have come into play on 

35 a random basis. One or other, or possibly both, will 
then be Illuminated or otherwise shown as being 
active. The reels automatically start to spin again 
and the first reel on the left stops. Its displayed 
number is Illuminated on the card 5, and possibly on 

40 cards 6 and 7 if available. If the main feature (the 
adjustment of squares) is not available, the other 
two reels spin on and then stop, and their numbers 
are likewise picked out on the card 5 and possibly on 
the cards 6 and 7. If there are three or more numbers 

45 In a straight line there will be a prize, the amounts 
being indicated on the panel 9. It is possible to have 
more than one line, and the prizes will be cumula- 
tive. 

If the main feature is available, this Is signalled to 

50 the player after the fourth reel has stopped. One or 
other of the labels 15 will then be illuminated giving 
the player the opportunity to press one or more of 
the buttons 20. He may have to do this before the 
fifth reel stops, or before the sixth reel. Also, not all 

55 the segments of the strip 17 will necessarily be 
effective. However, when any of them is enabled the 
player can juggle the numbers by shifting those in 
the appropriate 2x2 square. When the associated 
button 20 is pressed, the numbers will index around 

60 one step. The machine may allow two or more such 
steps. For example, if the first real spin has produced 
the numbers 16, 11 and 23, and the fourth reel has 
produced the number 14, then If the feature becom- 
es available the player will press the button 20A to 

65 shift 1 4 down on to the diagonal and so achieve four 



in a line. The fifth and sixth reels may give him the 
number 12 further to Increase his win. 

If, however, the main feature is available and the 
card 5 promises a satisfactory prize without altera- 
70 tion of any of the squares A, B,C or D, the player may 
opt to let the reels spin on. rf he does nothing they 
will eventually time out and stop. But this can be 
accelerated by the player pressing button 22, which 
tells the machine that the feature Is not required and 
75 the reels can stop almost Immediately. 

The feature game button 21 Is also randomly 
active. Whan ft Is, and if the player presses it the 
main feature Is disabled, but the numbers on the 
cards 5, 6 and 7 from the previous game will stay lit 
80 When the game Is played, the reels 1 1 spin once 
only, and the numbers that appear on the line 1 2 are 
Illuminated on the card(s). This, of course, substan- 
tially increases the chances of a win: 
Figure 2 shows diagrammatically various devices 
85 by which "magic squares" A, B,C and D can be 
adjusted. In each of the first three cases there Is a 
main rotary member 23 with an axis central of the 
respective square and which is rotated by a stepper 
motor (not shown) under the control of the 
90 machine's electronic system. This can position the 
member 23 accurately using the system described in 
our British Patent No. 1,550,732. 

In Figure 2(a) the numbers are on translucent discs 
24 at the ends of four arms of a spider-like member 
95 23. Each disc Is centrally pivoted and biased by a 
weight 25 so that the number on the disc remains 
upright although ft may oscillate a bit when the 
member 23 is rotated. There will be permanent 
back-lights behind each stopped disc position, and 
100 when the member 23 is rotated, the lights will be 
extinguished and lit In corresponding cyclic fashion 
to follow that rotation and keep the same number or 
numbers Illuminated at the next stopped position. 
In Figure 2(b) the member 23 is again a four-armed 
105 spider and at the end of each arm there is a gear 
wheel 26 of transclucent plastics material. These 
form planets which mesh with a central fixed sun 
gear 27. The gear ratio Is such that when the 
member 23 is rotated through 90°, each planet 
1 10 completes a whole revolution so that a number 
inscribed on ft capsizes and returns to the upright 
position. Back-lights as described above, behind the 
stopped postions, will show through the gears 26 to 
Illuminate selected numbers. 
115 A similar idea is shown In Figure 2(c) where 

Instead of meshing with a central sun gear, the gear 
wheels 26 mesh with an internally toothed annulus 
2a 

To avoid having the gears on arms which partially 
120 interrupt the back-lighting, the arrangement of Fi- 
gure 2(d) may be adopted. This is similar to an 
epicydlc gear train with a sun 29, planets 30 end an 
annulus 31. The transclucent, numbered planets 
"float" between the sun and annulus, and one of the 
125 latter two Is kept fixed while the other is rotated. This 
causes the planets to move around, and with a 
suitable gear ratio the numbers will return to an 
upright position at every quarter. 

130 
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CLAIMS 

1 . A gaming or am usement-with-prizes machine 
comprising a random symbol generator for selecting 

5 a plurality of symbols at each play, a display with the 
symbols set out In formation, means for disting- 
uishing in the formation symbols selected by the 
generator, means for awarding a prize If the disting- 
uished symbols combine in particular sub- 

10 formations, and means for varying the formation 
whereby different and possibly prize winning sub- 
formations can be achieved. 

2. A machine as claimed in Claim 1, wherein the 
selection and distinguishing of symbols is carried 

16 out In sequence. 

3. A machine as claimed in Claim 2, wherein the 
varying means Is enabled during sthe symbol selec- 
tion and distinguishing. 

4. A machine as claimed In Claim 1, 2 or 3, 
20 wherein the varying means is disabled after the 

symbol selection and distinguishing. 

5. A machine as claimed in any preceding claim, 
wherein the formation Is a matrix of rows end 
columns. 

25 6. A machine as claimed in Claim 5, wherein the 
sub-formations are rows, columns end/or diagonals 
of the matrix, in whole or in part. 

7. A machine as claimed In Claim 5 or Claim 6, 
wherein the variation of the formation is by alterna- 

30 tion of sub-matrices. 

8. A machine as claimed in Claim 7, wherein 
when sub-matrices are altered, their symbols shift 
positions In a cyclic manner. 

9. A machine as claimed in Claim 7 or Claim 8, 
35 wherein the number of sub-matrices available for 

alteration is subject to random selection. 

10. A machine as claimed in Claim 7, 8 or 9, 
wherein the sub-matrices are 2 x 2 end their symbols 
are on geared discs meshing with a common 

40 member, the rotation of said member, or a carrier on 
which the discs may be rotatably mounted, causing 
the discs to shift to adjacent positions while them- 
selves rotating to cause their symbols to resume 
their original orientations when the adjacent posi- 

45 trons are reached. 

11. A machine as claimed in any preceding claim 
and furthsr comprising at least one subsidiary 
display with certain of the symbols set out in 
formation, randomly enabled means for disting- 

50 uishlng In this formation symbols selected by the 
generator, and means for rewarding a prize if the 
distinguished symbols In such a subsidiary display 
combine in particular sub-formations. 

12. A machine as claimed in any preceding 
55 claim, and Including means randomly enabling 

symbols distinguished In one game to remain 
distinguished for the next following game. 

13. A machine as claimed in Claim 1 2, wherein 
the next following game has a reduced number of 

60 symbols selected. 

14. A machine as claimed in Claim 1 2 or Claim 
13, wherein the next following game has the adjust- 
ment of formations disabled. 

1 5. A machine es claimed in any preceding claim 
65 wherein the selection of symbols Is made visible by 



means corresponding to reels of a fruit machine. 

16. A gaming or a m usement-wlth-prizes 
machine, substantially as hereinbefore described 
with reference to the accompanying drawings. 
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SPECIFICATION 



Improvements relating to naming or ajnusemsnt- 
wlth-prtea* machines 

5 

This invention relates to g; Tiing or amusement- 
wluVpriras machines. 

Various machines have I een developed for Indi- 
viduate to play Bingo, and ome of these are bawd 

10 on conventional fiuitrnaei nas where reels spin and 
stop to give a line of symb Is. As wed as considering 
this line for a prize, there is a secondary display In 
the form of 8 Bingo card o> which certain symbols 
can be Illuminated. If they um up on the reels they 

15 are transferred to this disc ay to build up a line of 
numbers and so generate prize. 

It is the aim of this inver ion of provide a machine 
based on the general idea if dingo but which oners 
considerable variety and s >eadyplay. 

20 According to the presen invention there is pro- 
vided a gaming or arnussi lent-with-prrzes machine 
comprising a random syrr jol generator for produc- 
ing a plurality of symbols t each play, a display with 
the symbols set out in fan taiion, means for dfstlng- 

35 uiihing In the formations mbols selected by the 
generator, means for awa ding a pri2e if the dis- 
tf gutshed symbols cbmbii e In particular sub- 
formations, and means fo varying the formation 
whereby different and po: slbiy prize-winning sub- 

30 formations can be achievi 1 

Preferably, the varying leans is randomly en- 
abled during the symbol c eneratlon. Thus, the 
player will see one or mot i symbols being disting- 
uished on the formation, » mlch he may than ba able 

3S to adjust before all the syi tbola are selected Gener- 
ally, it will not be permitfe i to make any alteration 
after all the symbols have oeen generated and 
transferred to the display 
Conveniently, the form tion will be a matrix of 

40 rows and columns, and t f s symbols may simply be 
numbers, for example it 26 In a 5 x 5 array. Hie 
sub-formations may bo r sight fines in rows, col- 
umns or diagonals of the natrfx. There may be 
graduated priws, with a s nail one for 3 symbols in a 

45 line, for example, and pre jreaaJvefy bigger prizes for 
4 or 6 in a line. There cou I be a smaller or bigger 
matrix than 6x5, and it d es not have to be square. 

The variation of the for nation may be by adjust* 
ment of sub-matrices. Fo eKample. ona or mora 2 x 

50 2 squares could be altera J by their symbols being 
Indexed around oneor rr ire steps in either direc- 
tion. Each step would ira storm a 2-svmbol row into 
a column and vice-versa . Ota number of sub- 
matrices that are adjusts (e may also be a metier of 

56 random selection. 

If the feature doea beet me available, the player 
may be given the option .f no! availing himself of it 
Thus, ha may elect to lee e the matrix unchanged 
and allow the random ale nal generation to continue. 

B0 T>a machine msy hav< further features, also made 
liable on a random bi sis. For example, certain 



distinguished, may not normally win a prize, but 
occasionally the machine may determine that they 
will do io. 

There/nay also ba one or more subsidiary dle- 
70 plays, preferably in the form of smaller matrices, 
with symbols that can be Individually distinguished 
However, they will only come Into play when they 
are randomly enabled. Again, the object will be to 
achieve a One. 

75 Anotherfeatura occasionally available maybe the 
holding of symbols on tha display from the previoua 
game and having further random generation to add 
to them, but not necessarily as many symbols again. 
The adjustment of sub-formations win then prefer* 
80 ably be disabled. 

The symbol generation may be from reels similar 
to those of a conventional fruit machine. Normally 
there will be three or four such reels, with numbers • 
around their periphery rather than fruit symbols. In 
85 order to have any chance of completing a full line in 
a 5 x 5 matrix, they will spin twice, the second spin . 
being eutomatic after tha'flrst one. H will be prefer- 
red to allow the main feature only after the first spin; 
and after the first reel of the second spin has 
90 stopped. The feature may then be permitted when 
four numbers ere Imowrvor it may be delayed 
further until the next reel has stopped end fiva 
numbers ere known. 
For a better understanding of the Invention, one 
95 embodiment will now be described, by way of 
example, with reference to the accompanying draw- 
ings, in which: 

figure 1 la a face view of the display of an 
amueemant-wfth-prtees machines, and 

100 fifeweJshows diegremmatlcalry verioue devices 
for adjusting the display of the machine. 

The machine is coin or token operated, and at the 
top of the display there are slots 1,2 snd 3 for various 
forms of payment Bajow this, there is an upper 

105 panel 4 with a central main "cerd" 5 and two 

subsidiary cards 6 end 7 at each side. The main card 
Is a 5 x 6 matrix of numbers 1 to 25 erranged In 
random fashion. Each number can be back-lit by a 
respective lamp behind the panel, and some have 

1 10 particular colours, for example one group Is yellow, 
while another group is red. These groups may be 
lines, squares or other combinations (not necessarily 
regular) of numbers. The centre row and centre 
column remain fixed but the 2 x 2 squerea In eech 

1 16 comer, labelled A,B.C & O are adjustable as de- 
scribed below. Tha cards 6 and 7 are static, and their 
numbara can also be Individually illuminated by 
lamps behind the panel. This panel 4 also has a 
'•win-paid" indicator 8 which lights up or flashes 

120 when a win Is achieved andpald out 

A lower panel 9 has three windows 10 In which 
portions of reels 11 show, srrangad In fruit machine 
fashion. Around the periphery of each reel Is printed 
In sequence of numbers 1 to 25. In play, the reels 

125 spin and stop, and the numbers then showing on tha 

. centra Una 12 are correspondingly illuminated on the 
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feature* They require no e :t!on on the pait of the 
player, but merely announ e, for example; by a 
flashing bank-fight, tha m lability of certain prizes If 
various combinations app* ar on the card 5. There 
5 ar e two other labels 1 5 wtt mis group end when the 
main feature la available, c ie or other of them lights 
up permanently after alter ate flashing. They In* 
struct tha player to take ar on (If he wishes) before 
either the fifth or sixth reel atop. The reels have two 

10 successive spina as mentli aed above and for con- 
venience we regard the rei la operating for tha 
second time as the fourth, ifth and sixth reels. Below 
the windows 1 0 there Is a ; squenee of arrows 19 
pointing to divided strip V. marked A, B, C & D 

15 wheae partial or complete llumlnatton indicates the 
availability of adjustment * f the respective squares 
A, B, C & 0 on the card 6. h the lower riflht-hend 
comer of the panel 9 there sen LED display 18 
which chows the credit a v. liable. 

20 Along tha i option there e e buttons for operating 
the machine when it is in c edit. There is a start 
button 19 and a group of t ittons 20 labelled A f B, C 
& 0 by which tha correspc idlng squares can be 
selected. A button 21 is pr- ssad If s secondary 

25 feature game (to be deacri «ed) la available and the 
player wants to take edvar !aoe of it while e further 
button 22 enables the pla> ir to allow the reels ro 
spin to a stop without takii g advantage of adjust- 
ment of the squares A, B. < &D. 

30 To play a game, the ma« line Is put In credit and 
the start button 19 is press id. The reels 11 spin end 
come lo e stop In sequent s Ths numbers showing 
on the line 12 era illumine* sd on the card 5 and on 
the cards 6 and 7 if the Ian f have come into play on 

35 a random basis. One or ot er. or possibly both, will 
then be illuminated oroth rwlss shown aa being 
active. The reels automso" ally start to spin again 
and the first reel on tha lei stops. Its displayed 
number ia Illuminated on ' ie cerd 5, and possibly on 

40 cards 6 and 7 if available.! the main feature (the 
adjustment of squares) Is at available, the other 
two reels spin on and ther stop, and their numbers 
are likewise picked out on he card B and possibly on 
the cards 6 and 7. If there ; re three or more numbers 

45 in a straight line there will *e a prise, the amounts 
being indicated on the pai al 9. It is possible to hava 
more than one line, and tr > prizes will be cumula- 
tive. 

If the main feature is av. ilable, this is signalled to 
50 the player after the fourth eel has stopped One or 
other of the labels 15 will * ion be Illuminated giving 
the player the opportunity to press one or more of 
cha buttons 20. He may he re to do this before ths 
fifth reel stops, er before I ie sixth reel. Also, not aO 
65 the segments of the strip 7 will necessarily be 
effective. However, when my of thorn ie enabled the 
player can juggle the nurr oers by shifting those in 
the appropriate 2x2 sque *. When the esaodated 
button 20 la pressed, ihe i umbers will index around 
60 one step. The machine m. y allow two or moieauch 
steps. For example, if the Irst reel spin has produced 



In a Una. The ftfih end sixth reels may give him me 
number 12 further to Increase his win. 

If, however, the main feature Is available and the 
card 5 promises e satisfactory prize without altera- 

70 don of any of the squerea A.8.C or D, the player may 
opt to let the reals spin on. If he does nothing they 
will eventually time out end stop. But this can be 
accelerated by the player pressing button 22, which 
te»a die machine that tha feature Ie not required and 

75 the reels can stop almost Immediately. 

Tha feature game button 21 is also randomly 
active, When It la. and if the player presses It. the 
main feature (a disabled, but the numbers on tha 
cards 5. 6 and 7 from the previous gems will stay Ift 

80 When the geme Is played, the reels 11 spin once 
only, and the numbers that appear on the line 12 are 
niumlnated on the cardie). This, of course, substan- 
tially increases the chances of a win: 
Rgure 2 shows diagrammatical various devices 

85 by which "magic squares" A.B,C end □ can be 
' edjusted.Tn each' of the fint three cases there is e 
main rotary member 23 vWtb en axis central of the 
respective square end which Is rotated by e stepper 
motor {not shown) under the control of the 

90 machine's electronic system. This can position the 
member 23 eccurataty using the system described in 
our British Patent No. 1.550,732. 

m Figure 2(e) the numbers are on translucent discs 
24 et the ends of four arms of a spldeMIke member 

95 23. Each disc Is centrally pivoted and blaaed by e 
weight 25 so that the number on the disc remains 
upright, although It may oscillate a bit when the 
member 23 ia rotated There will be permanent 
backlights behind each stopped dec position, and 
100 whan the member 23 is rotated, the lights will be 
extinguished and lit in corresponding cyclic fashion 
to follow that rotadon and keep the same number or 
numbers Illuminated etthe next stopped position. 
In Figure 2{b).the member 23 is agsin a four-armed 
105 spider and at the end of each arm there is a guar 
wheel 26 of trenaclucent plastics material. These 
form planets which mesh with a central fixed sun 
gear 27. Tha gearratio ia such that whan the 
member 23 Ie rotated through 90", each planet 
110 complete* e whole revolution so that a number 
inscribed on it capalxes and returns to the upright 
poaMon, Beck-iighte as described above, behind the 
stopped postions, will show through the gears 26 to 
Illuminate eelected numbers. 
116 Asimfler Idea is shown in Rguw 2(c) where 
Instead of meshing with a central sun gear.ths goar 
wheals 26 mean with an internally toothed ennulus 
28. 

To avoid having the goers on arms which penally 
120 mterrupttheback.nghU>g.ir«arrengernentofrV 
ours 2(d) may be adoptedThla la similar to en 
eplcydlc gear win with esun 29. 
ennulus 31.1he transducent numbered planets 
'•floor' between the sun and annulue. end one of the 
125 lattertwo lakeptfked whOe the other Ie rotated. This 
causes the planateto move eround. end with e 
...u»Ki a naar Mtlo the numbsra will return to an 
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CLAIMS 

1. AgamInfloramua«»T int*wlth-prix09machm8 
comprising a random tyro* >l generator for selecting 

6 a plurality of symbol 6 at eai i play, a dfapl ay with the 
symbols set out in formailc i. moans for disting- 
uishing In the formaUon oyi ibole selected by the 
generator, means for awan lug a prize If the disting- 
uished symbols combine 1* particular aub- 

10 formations, and means for vying the formation 
whereby different and po» bly prise winning eub- 
formationa can be schievei . 

2. A machine SB dsime In Claim 1. wherein the 
selection and distinguish^ I of symbols is carried 

1ft out In sequence. 

1 A machine as daime : tn Claim 2. wherein the 
varying means ia enabled r jHng sthe symbol selec- 
tion and distinguishing. 
4> Am8chlneasdaimelmaelml.2or3, 
20 wherein the varying msam is disabled after the ■ 
symbol ealectlon entfdiatii nuishlng. - - i • 

& A machine as claims I in eny preceding claims 
wherein the formation is a natrixof rows and 
columns. 

25 6. A machine as daime I In Claim 5. wherein the 
sub-formations are rows, ( >iumna and/or diagonals 
of the matrix, in whole or v part 

7. A machine as daime I in a aim 5 or Claim 3. 
wherein the variation of th formation is by eltema- 

30 tionofaub-mairices. 

8. A machine as daims I in Claim 7. wherein . 
when sub-matrices are alti red, their symbols shin 
positions In a cydicmanni *. 

9. A machine es daime 1 In Claim 7 or Claim 8. 
35 whsraln the number of eul -matrices available for 

alteration is subject to ren> om selection. 

10. A machine as daiir id In Claim 7. 8 or 9. 
wherein the sub-metricei re 2 x 2 and their symbols 
are on geared discs meshi g with a common 

40 member, the rotation of a? d member, or a carrier on 
which the discs may be ro* itabty mounted, causing 
the discs to shift to adjace i positions while them- 
selvei rotating to cause th ar symbols tn resume 
their original orientations men the adjacent po&i- 

45 dons are reached. 

11. A machine es claln ad In any preceding deim 
and further comprising at »est one subsidiary 
display with certain of the rymbolssatoutln 
formation, randomly enat ed means for dieting- 

B0 uishing in this formations -rnbolB selected by the 
generator, and means for ewardlngaprfeetfthe 
distinguished symbols In uch a subsidiary display 
combine In particular sub -brmations. 
1Z. A machine ai deln ed In any preceding 

55 dalm, and indudlng meat 9 randomly enabling 
aymbols distinguished In no gama to remain 
dletingulahed for the nasi bllowlng game. 

13. A machine as dalr edlnClaim 12. wherein 
the naxtfollowfng gamer ia a reduced number of 

60 symbol* ■elected. • ^ m 



means corresponding to reels of a fruit machine. 

16. A gaming or amusament-wlth-prlxea 
machine, substantially aa hereinbefore described 
with reference to the accompanying drawings. 
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